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01 THE CHARACTERS _— 7 — 


APRIL RYAN 
Rebel. Emissary. Chosen. 





Three stories, three people, one destiny: 
The dreamer. the rebel. the apostle. 


Drawn by chance — or fate — into events that will eventually bring them together, these 
three people are separated by more than worlds, by more than faith, but in one thing 
they stand united: 


Ten years ago, April Ryan went on a journey that 
changed the course of history. A decade later, the 
innocent girl has grown into a disillusioned woman, 
trapped in a world that will never be her home. She 
has lost whatever faith she had in humanity, and she 
has chosen a life of hardship and war in order to 
silence her own personal demons. 


Their lives are about to change, and nothing will ever be the same. 


ZOE CASTILLO 


Seeker. Nomad. Dreamer. ) April may believe that she has finally laid her past 


behind her, but she is about to discover that destiny 


Zoé lives with her father Gabriel in has a way of catching up with you. 


Casablanca. She has recently dropped out of 
Cape Town University and ended a serious 
relationship with her boy - friend Reza. 
Uncertain about what the future holds, she 
has begun to lose faith in both herself and her 
choices in life. 





But Zoé is about to get drawn into a global 
conspiracy that will take her on a dangerous 
journey across continents,over vast 

oceans, through exotic cities,past the Divide 
between worlds,and into the mysterious and 
desolate place called the Winter. 


KIAN 


Soldier. Apostle. Assassin. 


Kian serves the Six without question or hesitation. 
He brings the Word of the Goddess to unbelievers 
and heretics, and converts them — not with 
admonitions or sermons, but with a clean blade and 
the promise of swift death. He is the last resort of the 
faithful. He is an Apostle. 


And for the first time in her life,Zoé will have 
to take a stand and risk everything to save 


not only the person she loves — but also 
herself. 


But now Kian is about to embark on a journey that 
will turn his world upside down, challenge his faith, 
and force him to question the things he has always 
held to be self-evident and true. 





bs THE WORLDS 
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Ten years ago, a young art student named April Ryan discovered another world existing 
in parallel with our own: Arcadia — a world of magic and mystery, of beautiful sights, 
strange creatures, and dangerous sorcery. April also discovered that she was a Shifter, a 
person with the unique ability to travel between worlds as easily as you and I cross the 
street. 


Destined to save the ancient Balance between our world — the world of science — and 
Arcadia — the world of magic — April embarked on a long and dangerous journey that 
eventually brought her into the Guardian’s Realm, a place between the worlds where the 
Balance between science and magic, order and chaos, is maintained. 


Restoring Balance to the twin worlds and returning the Guardian to his throne, April 
Ryan was last seen walking into a Shift with her best friend Crow, a talking bird. Few 
have seen her since. And fewer still know that April — a normal eighteen year old girl — 
sacrificed everything she had, everything she knew, to save us all. 


Ten years have passed, and once again something threatens the twin worlds. But this 
time, April Ryan is not the only one drawn into the tangled web of destiny. Zoé Castillo, 
a young woman from Casablanca, and Kian, a mysterious assassin from the Azadi 
Empire in Arcadia, are both poised to play an important part in the events that are 
about to unfold... 





Stark and Arcadia — the world of science and the world of magic, order and chaos. Two 
halves of a circle, divided by powerful magicians ten millennia ago to prevent humanity 
from destroying itself. 


Stark is our world, two centuries into the future, but much the same as the world we 
know today. Arcadia is alien and magical, but still comfortably familiar. It is a mirror 
image of our society, with magic instead of technology. 


But there is a third place. A different place. Those who know of it call it the Winter. It is 
between, below, and above. It is ahead and behind. It is past and future, everywhere and 
everywhen. And it hides a terrifying secret that will tear the twin worlds apart and cast 
the cosmos into total chaos... 


STARK, POST-COLLAPSE 


2219. Ten years ago, something happened. 
No one can remember exactly what happened, or why, but it changed the world. 


After almost two centuries of complete freedom, we were trapped, earthbound, the skies 
above us closed, cities on the other side of the planet inaccessible. For a time — brief but 
terrifying — we were powerless, frozen, stunned into silence by events that we could 
neither explain nor understand. 


And then, slowly but surely, we picked up the pieces and moved on. A week, two at most, 
and then civilisation brushed the dust of the past off its clothes and set its sight on the 
future again. So we couldn’t fly without wings anymore. So we couldn’t jump through 
holes in cosmos. So we couldn’t communicate with those who had moved beyond our 
solar system. Had we not lived like this before? Could we not live so again? 


Ten years on, humanity has learned to live and thrive in a changed world, and while the 
memory of the Collapse lingers in the back of everyone’s minds, it’s not something we 
dwell on. So we don’t quite know what happened, and we cannot recall all the details of 
those few but seemingly endless dark days — but life goes on, we have regained our 
freedom, our wings, and the future is brighter than ever. 
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ARCADIA AND MARCURIA 


Arcadia was split off from the unified Earth together with Stark more than ten thousand 
years ago, after the fall of the first civilisations. The laws of nature are not completely 
reliable in Arcadia, but magic compensates. Technology, therefore, cannot function 
properly in this world unless augmented by magic, something that — until recently — was 
strictly forbidden. 


The eastern continents of Arcadia are known as the Northlands and the Southlands. One 
of the largest cities in the Northlands is Marcuria, capital of Ayrede, the unified country. 
A decade ago, Marcuria was decimated by the Tyren hordes — a barbaric race from the 
western plains. The Tyren drove everyone north and east, and ransacked the city. 


But their occupation would not last long. When all seemed lost, salvation arrived from 
the west. Vast armies from the mysterious Azadi Empire — a nation few had ever visited — 
arrived in giant cloudships, swooping down on the Tyren with their advanced weapons, 
killing most of them within days. With Marcuria liberated, its denizens were free to 
return to their homes and businesses. The Azadi vowed that their presence was not the 
spearhead of an invasion, and that the people of the Northlands had nothing to fear. 


A decade on, the Azadi armies still remain in Marcuria. Their influence and numbers 
grow steadily, spreading ever farther. To most, this matters little, and more and more 
people feel that life is actually better because of the Azadi. The foreigners have brought 
with them new technology that promises to make life easier, and with soldiers posted on 
every corner, the streets of Marcuria are safer than ever. 


Some, however, see the Azadi as a dangerous and insidious enemy, and have sworn to 
fight them until the last. These rebels — the Azadi call them terrorists — are scattered 
about the Northlands, and make regular attacks on Azadi troops and outposts. It is 
believed that the rebels operate out of a city somewhere in the east, but thus far, their 
enemy has not been able to locate it. 


THE WIRE 


The Wire is omnipresent, and it knows exactly where you are. Always. 


The Wire is a wireless network that links every device and reaches every location on 
Earth, however remote. It’s used by mobile phones, screens, consoles, fridges, security 
cameras, toys, clothes, cars — everything is connected, everything communicates. 


Severing embedded Wire transmitters and receivers in products is a thriving black 
market service. More and more people have become fed up with the constant invasion of 
privacy, and have started to seek out ‘neutral’, Wire-disabled products. 


THE STATIC 

For several weeks, a strange phenomenon has occurred with increasing frequency. The 
media calls it ‘The Static’. It has affected all devices connected to the Wire — which, in 

effect, means everything. Screens have flickered and shut down; planes and trains have 
been grounded; automobile control systems have failed, causing deadly accidents. 


No one knows the true cause of the Static, and theories range from solar storms to 
terrorism. But, as of yet, no one has been able to explain it or stop it. And people — 
particularly those who lived through the Collapse of ‘09 — are getting worried. 


THE SYNDICATE 

The upheaval caused by the Collapse led to the establishment of the omniscient 
Syndicate. The original purpose of this organisation was to prevent corporations from 
acting without boundaries or laws. To that effect, the Syndicate has created an 
independent law-enforcement agency: The EYE — an international and inter-corporate 
police force. 


WATI CORP 

WATIcorp has been a leading manufacturer of robotic toys and household helpers for 
almost two hundred years, but it was the cuddly robot Watilla that made the corporation 
into the financial and political powerhouse that it is today. Based in the corporate town 
of Wati City on the island of Hokkaido in Northern Japan, WATIcorp currently employs 
tens of thousands of people - and robots - across the world. 


The corporation has recently announced that they are only months away from the launch 
of their most important product in decades — perhaps forever: Project Alchera. The 
world is holding its breath. WATIcorp has never disappointed before. 
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THE MAIN SCREEN 





1. YOUR CHARACTER 
2. OBJECT FOCUS 

3. ACTION ICONS 

4. MOBILE ICON 


5. INVENTORY 





Explore your surroundings by moving the character around with the mouse, keyboard or 
joypad. Whenever your character is standing next to an object of interest — the object 
will be in focus (2). Depending on the type of object in focus and the situation of your 
character there will be different types of actions available. 


Available interaction is indicated by an icon in the right hand corner of your screen (3). 
Click the Left Mouse Button or Space to initiate interaction with an object in focus. If 


more then one action is available, select the interaction you wish to perform from the 
pop-up menu using the mouse. 


EXAMPLES OF ACTION ICONS: 


= 
a | 


fea LOOK AT: Look at or examine an object 
NAVIGATE: Signifies special navigation such as climbing, crawling, etc. 
PICK UP: Pick up object 


TALK: Initiate conversation with a character 


USE: Use object 


When you receive a message on your mobile or an entry is added to your journal, an 
icon will appear at the top of the screen (4). Press [M) to check your mobile and journal. 


Items you pick-up and collect during the course of the game are stored in your inventory 
(5). To see the items you have collected press or click the MOUSE WHEEL to open 


your inventory. 


GAMEPLAY CONTROLS 


(w) /[A] /(s) /[0) 
G1 OR [Spacebar) 


2) 

HOLD WHILE MOVING 
HOLD WHILE MOVING 
OR 

pause 


By 





INVENTORY CONTROLS 


oR 
[A] (0) ORG 
2) 





Move 

Interaction 
Activate focus field 
Sneak 

Walk 

Inventory 

Mobile 

Game menu 

Pause game 

Skip cinematic 


Open inventory 
Browse items 
Interaction 


FOCUS FIELD CONTROLS 


D 
(@) /(E] oR@ 
HOLD 8 


COMBAT CONTROLS 
ORG 


(k] ORB 
Spacebar| 


Activate/de-activate focus field 
Cycle items within focus field 
Camera (only while in focus field) 


Light attack 
Heavy attack 
Block 





By adjusting the ‘Mouse Mode’ option from ‘Camera’ to ‘Movement’ — you can chose to 


control the characters movement with the mouse. 


The mouse controls both speed and direction of movement. Push the mouse in the 
direction you want the character to move. The distance you push the mouse determines if 
the character will walk or run. 


Once the character has started moving, it will keep moving until you adjust direction or 
speed again. Moving the mouse in the opposite direction of movement or tapping the 
LEFT MOUSE BUTTON will make the character stop. 


In this mode the camera is controlled by holding down the RIGHT MOUSE BUTTON 
while moving the mouse. 


Open the inventory with the button, or by clicking the MOUSE WHEEL. 


Cycle through items in your inventory with the {A} and (D) keys or the MOUSE WHEEL. 
PRESS [W} or click the LEFT MOUSE BUTTON to initiate interaction with the 
highlighted inventory item. 


07 INVENTORY 


Depending on the item you will be presented with one or more interactions: 


EXAMINE ITEM 
Press (A) or click the B to use or give the item. 


USE OR GIVE ITEM 

With a character or object highlighted it is sometimes possible to use or give 
i inventory items. Press (W) or click the [EJ to use or give the item. 
COMBINE INVENTORY ITEMS 
Some items can be combined to form useful new items. Press [D} or click the to 
attempt to combine this item. Scroll through the inventory and press (W) or Left Mouse 
Button to select the second item to combine with initial item. 


To close your inventory 
press {5} or click the 
MOUSE WHEEL. 
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==) FOCUS FIELD 


aL 
The focus field is a feature that lets you interact with objects or characters at a 


distance. It is also handy for quickly scanning for available interactions around 
you. 


Click the RIGHT MOUSE BUTTON to activate the focus-field. Then move the mouse to 
aim the focus field at objects or characters you want to interact with. 


With the focus field active it is possible to have several foci available. Use the (Q) and 
keys or MOUSE WHEEL to scroll through available foci within the focus field. 


Keep in mind that some objects and characters will have different actions available 
depending on whether you interact with them from a distance or up close! 
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Move the mouse to adjust the camera's orientation. 


If you wish to adjust the camera while the focus-field is active, click and hold the RIGHT 
MOUSE BUTTON while moving the mouse. 


The default behaviour of the camera is ‘fixed behind’. This means that the camera will 
always try to keep its position behind the characters back. Within the options menu you 
can change this to ‘normal’ where the camera will never try to automatically readjust its 
position. 


10 CONVERSATIONS 





Press LEFT MOUSE BUTTON or (L) to perform light attacks. Your opponent can block 
light attacks. 


Press RIGHT MOUSE BUTTON or (kK) to perform heavy attacks. Heavy attacks can not 
be blocked, but are slow, and can be dodged. 


Different attacks can be performed if |W) , ‘ ,or (D) is pressed in combination with 
LEFT MOUSE BUTTON or RIGHT MOUSE BUTTON. 





Ih’s time ba go To block attacks, press and hold before the attack lands. 
When you are presented with a conversation choice, use the mouse to highlight your To dodge attacks, press and hold while moving the character in the direction you 
preferred response. Press the LEFT MOUSE BUTTON to select the response. wish to dodge. 


Notice that a preview of the response is displayed at the bottom of the screen 
while a conversation choice is highlighted. 
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12 MOBILE/JOURNAL 7 


14 OPTIONS 





Your mobile — in Arcadia, it becomes a journal — keeps track of all the important 
information you need in the game. It logs all of your conversations with other characters, 
and it also doubles as Zoé’s diary. The mobile can also receive e-mails from other 
characters in the game. 


Pressing [M) opens the mobile. 


Whenever the mobile icon appears at the top of the screen, you have a new message on 
your mobile that you should read. 


The mobile/journal menu offers four options: 


“yp DIARY 
This section shows the characters’ diary and is automatically updated as you 
progress through the game. When you have an unread diary update you will see 
the diary icon flashing during gameplay. 


pr ~y LOG 
““=" This section shows you a log of the conversations you have had with other 
characters. 


F~= MESSAGES 
This section allows you to read messages sent to you by other characters. When 
you have an unread message you will see the phone icon flashing on the screen 
during gameplay. 


@ EXIT 
Exits the Mobile menu. 


13 LOAD AND SAVE GAME 


Dreamfall features an autosave function that will automatically save your progress 
through the game. 


LOAD GAME 


From the main menu: 
Select Load Game. Select the saved game you wish to load. 


From within the game: 


Press then select Load Game. Select the saved game you wish to load. 
Warning! Any unsaved progress in the current game will be lost! 


SAVE GAME 
To manually save game progress press [sc] then select Save Game. 
Select a slot to save the game to. 


Warning! Select a used slot will overwrite the saved game occupying the slot! 
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The options menu allows you to configure the game settings and preferences. 


SOUND MENU 
MASTER VOLUME 
Adjust the overall volume of sound in the game. 


EFFECTS VOLUME 
Adjust the volume of sound effects in the game. 


SPEECH VOLUME 
Adjust the volume of speech effects in the game. 


MUSIC VOLUME 
Adjust the volume of music effects in the game. 


SYSTEM SOUND CONFIG 
The following preset sound set-ups are available from the options: 


Software Options 
¢ Stereo, Headphones, Dolby Surround, SRS Circle Surround, 4.0 Channel 
Discreet, 5.1 Channel Discreet, 6.1 Channel Discreet, 7.1 Channel Discreet, 8.1 
Channel Discreet, Directsound 3D 


Hardware Options 
e EAX2, EAX3, EAX4 


DreamFall: The Longest Journey 2 uses EAX® ADVANCED HD™ technology on 
supported PC systems. 


With an EAX® ADVANCED HD 3 or 4 sound provider selected in the audio options 
screen, you can experience enhanced 3D effects including the renowned EAX: 
Environmental Reverberation. 


GAME MENU 
SUBTITLES ON/OFF 
Allows you to toggle whether subtitles appear for spoken dialogue. Default is ON. 


TUTORIAL 
Toggles the tutorial ON and OFF. Default is ON. 
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VIDEO MENU 





The following video options are available: 


SCREEN ASPECT RATIO 
Toggles between the following aspect ratios: 
¢ Automatic (recommended), Normal (4:3), Widescreen (16:9), Widescreen (16:10) 


RESOLUTION 
Allows you to set the screen resolution. 
Screen resolutions available are dependent on your PC’s specifications. 


ANTLALIASING QUALITY 
Toggles between different anti-aliasing levels (depending on video card). 


GRAPHICS QUALITY 
This sets the quality of in-game textures. 
¢ Low, Normal, High, Ultra (256MB video cards or better only) 


KEYBOARD / MOUSE / GAMEPAD MENUS 


These menus allow you to configure the game controls: 


KEYBOARD CONTROLS 
Here you can assign actions to preferred keys or restore the controls to default values. 


MOUSE CONTROLS 
This menu allows you to adjust the sensitivity of the mouse. 
Each different type of movement can be adjusted independently. 


Mouse Mode 
This option toggles if the primary behaviour of the mouse should be camera control or 
character control. 


Camera horizontal axis 
This option allows you to toggle between normal and inverted camera controls when 
using the mouse. 


Camera vertical axis 
This option allows you to toggle between normal and inverted camera controls when 
using the mouse. 


Camera behaviour 

This option allows you to toggle between the default ‘fixed behind’ mode where the 
camera locks behind your character and ‘normal’ free camera mode, when using the 
mouse. 
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GAMEPAD CONTROLS 
This menu allows you to assign actions to preferred buttons on your gamepad. 


Camera horizontal axis 
This option allows you to toggle between normal and inverted camera controls when 
using a gamepad. 


Camera vertical axis 
This option allows you to toggle between normal and inverted camera controls when 
using a gamepad. 


Camera behaviour 

This option allows you to toggle between the default ‘normal’ mode where the camera can 
be freely adjusted and ‘fixed behind’ mode where the camera locks behind your 
character, when using a gamepad. 
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